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SYSTEM AND METHOD FOR PRESENTING
USER PROGRESS ON PHYSICAL FIGURES

CROSS-REFERENCE TO RELATED
APPLICATIONS

The present application is a continuation of U.S. patent
application Ser. No. 13/912,983, entitled “SYSTEM AND
METHOD FOR PRESENTING USER PROGRESS ON
PHYSICAL FIGURES,” filed Jun. 7, 2013, the contents of
which are hereby expressly incorporated by reference in
their entirety.

FIELD OF THE INVENTION

The invention relates to presenting user progress in a
virtual space, the presentation being character representation
on physical figures associated with the users based on user
progresses in the virtual space and/or in the real-world.

BACKGROUND OF THE INVENTION

Systems that present a virtual space character on client
computers to reflect development in the virtual space by the
character are known. In those systems, aspects of a charac-
ter’s physical appearance including age, facial features, skin
color or abnormalities, the character’s pose, and/or the
character’s costume including clothing, armor, or accesso-
ries may be presented on client computers in ways to
represent the character’s development in the virtual space.

SUMMARY

One aspect of the disclosure relates to facilitating presen-
tation of user progress in a virtual space on physical figures
associated with the users. The physical figures may include,
but are not limited to, action figure toys, robots, dolls,
mannequins, automata, and/or any other physical figures that
may be used to present information indicating user progress
in the virtual space. The presentation may include presenting
an image, art, video, animation, audio, text and/or any
character representation information that reflects and/or
describes progress of a user associated with the character in
the virtual space on a physical figure associated with the
user. In some implementations, for determining character
representation information, the user progress may be deter-
mined based on real-world experiences of the user. In those
implementations, the user progress in the virtual space may
be determined based on user achievements in social rela-
tionships, physical activities, learning experiences, emo-
tional experiences and/or any other real-world experiences
of the user and may be presented on different parts of the
physical figure. This may encourage users to advance in the
virtual space and/or develop in the real-world and thus
facilitate user growth.

In some implementations, a system configured to facili-
tate presentation of user progress in a virtual space on
physical figures associated with the users may include one or
more processors configured to execute one or more com-
puter program modules. The one or more computer program
modules may include one or more of a space module, a user
module, a character representation module, and/or other
modules.

In some implementations, a physical figure configured to
present user progress in a virtual space may include a torso
piece, a head piece, arm pieces, leg pieces, a processing unit,
one or more display screens, and/or other components.
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Space module may be configured to execute an instance
of a virtual space. The space module may implement the
instance of the virtual space to facilitate user interaction with
the virtual space by executing user actions within the virtual
space. Within the virtual space, objectives that define state,
levels, points, and/or any other milestones in the virtual
space and/or in the real-world may be provided to users. In
some implementations, the real-world objectives may be
provided to help the users to develop in real-world areas,
such as but not limited to, physical abilities, knowledge,
skills, social relationships, emotion, health, and/or any other
areas related to the well-being of the user in the real-world.
For motivating, encouraging and/or recognizing user
achievements of the objectives provided in the virtual space
(i.e., virtual space objectives and/or real-world objectives),
virtual space rewards may be given to the users upon their
completion of the objectives. To achieve the objectives,
users may be facilitated to interact with one another in the
virtual space and/or the real world). The facilitated interac-
tions may include collaboration, group activity or activities,
competition, and/or any other social interactions facilitated
by the virtual space. For example, for such facilitations,
teams may be established in the virtual space by the users,
provider, administrator, moderator, and/or any other entities
related to the virtual space. Members on the same team may
collaborate by coordinating their actions, assisting one
another, dividing goals and/or objectives between them,
relying upon each other’s abilities, skills, knowledge,
resources and/or any other user characteristics, and/or
engage in any other collaborative actions in the virtual space
and/or in the real-world to achieve objectives provided in the
virtual space.

The user module may be configured to manage user
accounts associated with the individual users. User accounts
may include information indicating individual user pro-
gresses in the virtual space and/or in the real-world. The
progress information may indicate user advancements
towards an over-arching objective in the virtual space and/or
in the real-world—e.g., a number of sub-objectives com-
pleted and a number of sub-objectives yet to be completed
by the user. The progress information may indicate a per-
centage of completion of objectives, missions, quests, cam-
paign, scenarios, and/or a number of points, levels or score
that have been gained by the user in the virtual space. The
progress information may indicate specific skills, abilities,
clues, virtual items and/or any other virtual space elements
that have been acquired by the user in the virtual space. In
some examples, the progress information may indicate user
development in the real-world, such as but not limited to,
specific physical activities, real-world skills, knowledge,
social relationships, emotional experiences, and/or any other
real-world experiences by the user. In some implementa-
tions, the progress information about individual users may
be divided into different categories to distinguish user
advancement and/or development in different areas within
the virtual space and/or within the real-world. For example,
social points may be tabulated for user developments in
real-world social relationships, physical points may be tabu-
lated for user developments in real-world physical activities,
learning points may be tabulated for user developments in
real-world learning skills, knowledge, abilities and so on.

The character representation module may be configured to
determine character representation information for presen-
tation on physical figure associated with individual users
based on the user progress information managed by the user
module. The physical figures may include, but not limited to,
action figure toys, robots, dolls, mannequins, automata,
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and/or any other physical figures that may be used to present
character representation information indicating user prog-
ress in the virtual space. The determined character repre-
sentation information may include information that facili-
tates presenting various aspects of user progress in the
virtual space on a physical figure associated with a user. For
example, such character representation information may
include information regarding graphical art (2D and/or 3D),
still image, movie, animation, audio, text, and/or any other
character representation information. The character repre-
sentation presented on a physical figure as facilitated by the
character representation information may include charac-
ter’s physical appearance, verbal communications, character
description and/or any other character representation pre-
sentable on the physical figure. The character representation
module may be configured to determine specific character
representation that should correspond to an aspect of a user
progress. In some implementations, the character represen-
tation module may be configured to determine specific
location(s) where the determined character representation
information may be presented specifically on the physical
figure associated with the user. In some implementations, the
character representation module may be configured to deter-
mine the character representation information for presenta-
tion on the physical figure based on information indicating
presentation capability of the physical figure.

These and other objects, features, and characteristics of
the present invention, as well as the methods of operation
and functions of the related elements of structure and the
combination of parts and economies of manufacture, will
become more apparent upon consideration of the following
description and the appended claims with reference to the
accompanying drawings, all of which form a part of this
specification, wherein like reference numerals designate
corresponding parts in the various figures. It is to be
expressly understood, however, that the drawings are for the
purpose of illustration and description only and are not
intended as a definition of the limits of the invention. As
used in the specification and in the claims, the singular form
of “a”, “an”, and “the” include plural referents unless the
context clearly dictates otherwise.

BRIEF DESCRIPTION OF THE DRAWINGS

The embodiments will be more readily understood in
view of the following description when accompanied by the
below figures and wherein like reference numerals represent
like elements, wherein:

FIG. 1 illustrates a system configured to present user
progress on a physical figure;

FIG. 2 illustrates an example of presenting character
representation information on a physical figure in accor-
dance with the disclosure;

FIG. 3 illustrates an exemplary method of facilitating
presentation of user progress on a physical figure;

FIG. 4 illustrates an exemplary method of determining
user progress in the virtual space based on a user’s real-
world experiences;

FIG. 5 illustrates another exemplary method of determin-
ing user progress in the virtual space based on a user’s
real-world experiences;

FIG. 6 illustrates an exemplary method of determining
character representation based on user progress in the virtual
space; and
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FIG. 7 illustrates an exemplary method of presenting
character representation representing user progress in a
virtual space on a physical figure.

DETAILED DESCRIPTION

FIG. 1 illustrates a system 100 configured to present user
progress in a virtual space on a physical figure 112. The user
progress may be related to user advancements in a virtual
space and/or the real world. Character representation infor-
mation, such as, but not limited to, graphical art (2D or 3D),
still images, video, audio, animation, text and/or any other
character representation information that may be determined
for representing user progress in the virtual space. Such
determined character representation may be presented on
different parts of physical figures 112 associated with the
users. The character representation presented on a physical
figure 112 may include a character’s physical appearance,
verbal communications, character description and/or any
other character representation presentable on the physical
figures 112. This may provide encouragement for users to
develop in the virtual space and/or in the real-world.

In some implementations, system 100 may include a
server 102. The server 102 may be configured to commu-
nicate with one or more client computing platforms 104
according to a client/server architecture. The users may
access system 100 and/or the virtual space via client com-
puting platforms 104. Server 102 may be configured to
execute one or more computer program modules. The one or
more computer program modules may include one or more
of a space module 106, a user module 108, a character
representation module 110, and/or other modules. The char-
acter representation information determined by the server
102 via the character representation module 110 may be
transmitted to physical figures 112 for presentation.

Space module 106 may be configured to implement the
instance of the virtual space executed by the computer
modules. The instance of the virtual space may reflect the
state of the virtual space. The instance of the virtual space
may be used to push state information to clients for imple-
mentation on the clients, may be used to verity state infor-
mation generated on clients executing expressions of the
instance locally, and/or for other purposes. State information
may include information about the state of the virtual space
such as, without limitation, position information of one or
more objects, topography information, object status/shape
information, battle information, score information, user or
character progress information, user inventory information,
progress information for one or more activities or actions,
view information describing a view of the virtual space,
and/or other information that describes the state of the
virtual space. Expressions of the instance executed on the
clients facilitate presentation of views on the clients of the
virtual space. Expressions of the instance executed on the
clients may be configured to simply present views of the
virtual space based on the state information (e.g., via stream-
ing view information, object/position information, and/or
other state information) received from space module 106.
Expressions of the instance executed on the clients may
include space logic that effectively provides for execution of
a limited version of the instance on a client that is synchro-
nized and/or verified with state information received from
space module 106. The view presented on a given client may
correspond to a location in the virtual space (e.g., the
location from which the view is taken, the location the view
depicts, and/or other locations), a zoom ratio, a dimension-
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ality of objects, a point-of-view, and/or view parameters.
One or more of the view parameters may be selectable by the
user.

The instance of the virtual space may comprise a simu-
lated space that is accessible by users via clients (e.g., client
computing platforms 104) that present the views of the
virtual space to a user. The simulated space may have a
topography, express ongoing real-time interaction by one or
more users, and/or include one or more objects positioned
within the topography that are capable of locomotion within
the topography. In some instances, the topography may be a
2-dimensional topography. In other instances, the topogra-
phy may be a 3-dimensional topography. The topography
may include dimensions of the space, and/or surface features
of a surface or objects that are “native” to the space. In some
instances, the topography may describe a surface (e.g., a
ground surface) that runs through at least a substantial
portion of the space. In some instances, the topography may
describe a volume with one or more bodies positioned
therein (e.g., a simulation of gravity-deprived space with
one or more celestial bodies positioned therein). The
instance executed by the computer modules may be syn-
chronous, asynchronous, and/or semi-synchronous.

The above description of the views of the virtual space
determined from the instance executed by space module 106
is not intended to be limiting. The virtual space may be
presented in a more limited, or richer, manner. For example,
views of the virtual space may be selected from a limited set
of graphics depicting an event in a given place within the
virtual space. The views may include additional content
(e.g., text, audio, pre-stored video content, and/or other
content) that describes particulars of the current state of the
place, beyond the relatively generic graphics. For example,
a view may include a generic battle graphic with a textual
description of the opponents to be confronted. Other repre-
sentations of individual places within the virtual space are
contemplated.

The user may participate in the instance of the virtual
space by initiating actions in the virtual space. In some
implementations, the actions may be enabled by physical
controls provided by the client computing platforms 104,
such as but not limited to, play buttons, joysticks, motion
sensors, cameras, keyboards, mouse, and/or any other physi-
cal controls provided by client computing platforms 104. In
some implementations, the actions may be enabled by
controls provided by graphical user interface (GUI) imple-
mented on client computing platforms 104, such as but not
limited to, graphics, menus, dialog boxes, forms, sliding
bars, buttons, radio box, tabs, and/or any other controls
provided by the GUI. In any case, as so enabled to initiate
actions in the virtual space, the user may provide inputs to
initiate virtual space maneuvers, to participate in virtual
activities and/or engage in other interactions within the
virtual space. For example, user may provide an input
specifying an amount of troops to be marched to a virtual
space location when defending that virtual space location.
Commands may be generated for the user initiated actions
and may be executed by the space module 106 in the virtual
space such that the user requested interactions with the
virtual space may be effectuated in the virtual space follow-
ing the execution. Execution of such a command by the
space module 106 may produce changes to the virtual space
state, which may reflect user progresses and/or results of the
user initiated actions.

Within the instance of the virtual space, rules may be
implemented by the space module 106. The virtual space
rules may be set up, for example, to limit users’ range of
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actions and/or interactions while participating in the virtual
space, to enforce certain actions, to describe an order or
orders in which actions should be taken, and/or to set up or
enforce any other desirable regulations within the virtual
space. By way of non-limiting examples, virtual space rules
may be established for relationships between users within
the same team, from different teams, alliances, role classes,
races, countries, states, provinces, for research orders, reli-
gion progression, character progression, military force
advancement, upgrade orders, trade terms, treaty terms,
loans, for user eligibility to undertake mission, quest, cam-
paign, for user’s ability to engage with other virtual space
entities and/or for any other components provided by the
virtual space. In some examples, such virtual space rules
may be predetermined at a configuration stage of system
100, while in some other examples such virtual space rules
may evolve dynamically as the virtual space progresses. In
some examples, user may be facilitated to program their own
variant virtual space rules that may be incorporated in the
virtual space rules.

Within the instance of the virtual space, virtual space
objectives may be provided for users to interact with the
virtual space. The virtual space objectives may be deter-
mined by provider, administrator, moderator, and/or any
other entities related to the virtual space to define virtual
space states, levels, points, and/or any other milestones
which the users should try to achieve through their actions
and/or through interactions with other virtual space entities.
The virtual space objectives may include sub-objectives
which may be completed to further achievements of the
over-arching objectives. In some implementations, users
may be facilitated to specify objectives for other users, for
example, to cooperate with the objective specifying users in
activities, missions, quests, campaigns in the virtual space,
to assist the objective specifying users, to compete against
the objective specifying users, and/or to engage with virtual
space and/or the objective specifying users in any other
manners as desired.

In some implementations, within the virtual space, real-
world objectives may be provided to users. For example, the
real-world objectives may be provided to help the users to
develop in real-world areas, such as but not limited to,
physical abilities, knowledge, skills, social relationships,
emotion, health, and/or any other areas related to the well-
being of the user in the real-world. For instance, the user
may be provided with a real-world objective to plant a tree,
to develop a social relationship, to learn a skill, to acquire
knowledge, to perform a physical activity and/or any other
real-world objectives.

For motivating, encouraging and/or recognizing user
achievements of objectives provided in the virtual space
(i.e., virtual space objectives and/or real-world objectives),
virtual space rewards may be given to the users upon their
completion of the objectives. In some examples, the given
virtual space rewards may affect the state of the virtual
space. For examples, rewards such as unlocked items,
improved abilities, new skills, virtual currencies and the like
may give the rewarded user new abilities and/or actions to
interact with the virtual space and/or other users in ways that
the user was not able to before the rewards was given to the
user. The given rewards may be aesthetic and decorative. For
example, accessories such as medal, badge, body armor,
outfit, tattoo, shoulder pads, shoes, and/or any other acces-
sories may be given to the user for recognition of achieve-
ments by the user in the virtual space and/or in the real-
world. For instance, a first badge or award may be given to
the user for completing a difficult quest in the virtual space;
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and a second badge or award may be given to the user for
completing the quest in a record time or multiple quests of
a particular theme (e.g. helping the environment).

Within the instance of the virtual space executed by space
module 106, users may control characters, objects, simu-
lated physical phenomena (e.g., wind, rain, earthquakes,
and/or other phenomena), and/or other elements within the
virtual space to interact with the virtual space and/or each
other. The characters may include user characters and non-
user characters. As used herein, the term “‘user character”
may refer to an object (or group of objects) present in the
virtual space that represents an individual user. On the other
hand, the non-user characters may not be associated with
any user in the virtual space and may be controlled by
artificial intelligence provided by the system 100. The user
character may be controlled by the user, with whom it is
associated. The user character may move through and inter-
act with other elements in the virtual space (e.g., non-user
characters, other virtual space objects and/or the topogra-
phy). The user may initiate maneuvers to direct the move-
ments of the user character in the virtual space. The user
character may be created and/or customized by the user
associated with user character.

Within the instance of the virtual space, the user charac-
ters may develop for improvements and/or losses in skills,
knowledge, abilities, power, personality, physical appear-
ance, intelligence, pose, accessories, and/or any other char-
acteristics of the characters. User character development
may be achieved by the user through interactions with the
virtual space. For example, a user character may develop
(e.g., through virtual space rewards) when the user through
the user character achieves a goal, an objective, a virtual
space level, a number of experience points, a score, a skill
and/or any other virtual space milestones. In some examples,
the user character may develop simply because of one or
more rewards gratuitously collected by the user. In any case,
the user character development may be pre-planned by the
provider, administrator, moderator, and/or any other entities
related to the virtual space at a configuration stage of the
system 100. For example, the pre-planned character devel-
opment may specify that a user character will have an ability
to connect with an X number of other users in the virtual
space when the user character gains 100 experience points in
the virtual space; such an ability will increase by connecting
with 10 more other users when the user gains another 100
experience points; and so on. Simultaneously or alterna-
tively, the user character development may be determined
dynamically at runtime of system 100 by the provider,
administrator, moderator, and/or any other entities related to
the virtual space.

The development of a user character typically results in
progress in the virtual space by the user character. However
this is not necessarily the only case. In some examples, the
user character development may result in, for example, skill
and/or ability losses in the virtual space by the user character
(e.g., the user character may lose a skill given for protecting
the user character only when the user character has a very
low experience level in the virtual space—i.e., a new user
protection). In any case, the development of the user char-
acter may affect the user character’s ability to change the
state of virtual space. For example, as the user character
develops in the virtual space by gaining new skills and/or
abilities, the user character may be able to interact with other
users, non-user characters, virtual space objects, and/or any
other virtual space elements in ways that the user character
was not able to before the development. For instance, a user
character may be able to establish friendship with 5 other
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user characters when the user character gains a new social
skill in the virtual space. As another example, a user might
unlock the ability to go on a team quest with other compat-
ible users.

Within the instance of the virtual space executed by space
module 106, the users may be facilitated to interact with one
another. The facilitated interaction between the users may
include collaboration, group activity or activities, competi-
tion, and/or any other social interactions between the users
facilitated by the virtual space. For example, for such
facilitations, teams may be established in the virtual space
by the users, provider, administrator, moderator, and/or any
other entities related to the virtual space. Members on the
same team may collaborate by coordinating their actions,
assisting one another, dividing goals and/or objectives
between them, relying upon each other’s abilities, skills,
knowledge, resources and/or any other user characteristics,
and/or engage in any other collaborative actions in the
virtual space and/or in the real-world, e.g., to achieve
objectives provided in the virtual space. Teams may compete
against each other to achieve an objective provided in the
virtual space (i.e. a virtual space objective and/or real-world
objective) first. A team may have rules of conduct which
team members agree to obey and/or one or more shared
agendas.

The user module 108 may be configured to access and/or
manage one or more user profiles and/or user information
associated with users of the system 100. The one or more
user profiles and/or user information may include informa-
tion stored by server 102, one or more of the client com-
puting platforms 104, and/or other storage locations. The
user profiles may include, for example, information indicat-
ing user progress in the virtual space and/or in the real-
world, information identifying users (e.g., a username or
handle, a number, an identifier, and/or other identifying
information) within the virtual space, security login infor-
mation (e.g., a login code or password), virtual space
account information, subscription information, virtual cur-
rency account information (e.g., related to currency held in
credit for a user), relationship information (e.g., information
related to relationships between users in the virtual space),
virtual space usage information, demographic information
associated with users, interaction history among users in the
virtual space, information stated by users, purchase infor-
mation of users, browsing history of users, a client comput-
ing platform identification associated with a user, a phone
number associated with a user, and/or other information
related to users.

The progress information about individual users managed
by the user module 108 may indicate and/or quantify
advancements and/or developments of the users in the
virtual space and/or in the real-world. The progress infor-
mation may indicate user advancements towards an over-
arching objective in the virtual space and/or in the real-
world—e.g., a number of sub-objectives completed and a
number of sub-objectives yet to be completed by the user.
The progress information may indicate a percentage of
completion of objectives, missions, quests, campaign, sce-
narios, and/or a number of points, levels or score that have
been gained by the user in the virtual space. The progress
information may indicate specific skills, abilities, clues,
virtual items and/or any other virtual space elements that
have been acquired by the user in the virtual space. In some
examples, the progress information may indicate user devel-
opment in the real-world, such as but not limited to, specific
physical activities, real-world skills, knowledge, social rela-
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tionships, emotional experiences, and/or any other real-
world experiences by the user.

In some implementations, the progress information about
individual users may be divided into different categories to
distinguish user advancements in different areas within the
virtual space and/or within the real-world. For examples,
social points may be tabulated for user real-world experi-
ences in social relationships, physical points may be tabu-
lated for user real-world experiences in physical activities,
learning points may be tabulated for user real-world expe-
riences in learning skills, knowledge, abilities and so on.

The character representation module 110 may be config-
ured to determine character representation information for
presentation on physical figures 112 associated with indi-
vidual users based on the user progress information man-
aged by the user module 110. The determined character
representation information may include information that
facilitates presenting various aspects of user progress in the
virtual space on a physical figure 112 associated with the
user. For example, such character representation information
may include information regarding graphical art (2D and/or
3D), still image, movie, animation, audio, text, and/or any
other character representation information. In some
examples, the determined character representation informa-
tion may be readily presented on the physical figure 112
associated with the user. That is, in those examples, the
determined character representation information may be the
rendered graphical art, still image, movie, animation, audio,
or the text and may be streamed to the physical figure 112
for presentation. In some examples, the determined charac-
ter representation information may include instructions,
model information, path information and/or any other facili-
tating information for the physical figure 112 and/or the
client computing platform 104 associated with the physical
figure 112 to render the graphical art, still image, movie,
animation, audio, or the text for presentation on the physical
figure 112.

In any case, the character representation presented on a
physical figure 112 as facilitated by the character represen-
tation information determined by the character representa-
tion module 110 may include a character’s physical appear-
ance including gender, age, facial features (including hair
and eye color), body type (e.g., height, size, muscular,
flabby, angular, round, and etc.), skin color, health, abnor-
malities, distinctive physical characteristics (e.g., mole,
acne, birthmark, etc.), costume (including body armor, out-
fit, clothing, wardrobe, and etc.), accessories (including
badge, tattoo, shoulder pads, shoes, eye ware, hat, gloves,
watch, and/or any other accessories), and/or any other
aspects of physical appearance for the character. In addition,
the character representation presented on the physical figure
112 may include verbal communications including narra-
tion, commentary, exclamation, verbal interactions, discus-
sion, and/or any other character verbal communications
configured through audio. The character representation pre-
sented on the physical figure 112 may also include character
description, e.g., through animation, movie, and/or text,
describing experiences in the virtual space and/or the real-
world by the user associated with the character, including a
life story, an emotional experience, an emotional theme, an
achievement, and/or any other user experience in the virtual
space and/or real-world.

The character representation information for presentation
on the physical figure 112 may be determined by the
character representation module 110 based on the user
progress information managed by the user module 108. In
some implementations, a range of such character represen-
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tation information may be created by the provider of the
virtual space at a configuration stage of the system 100. For
example, graphical art (2D or 3D) of different tattoo, shoul-
der pads, shoes, eye ware, outfit, body armor and/or any
other accessories may be created by the provider and stored
on the electronic storage 122 and/or on client computing
platform 104. The character representation module 110 may
be configured to determine a specific character representa-
tion that should correspond to a specific aspect of a user
progress. For such determinations, a user-progress table may
be established to specify associations between the pre-
created character representation information and specific
user progresses. By way of non-limiting examples, the
user-progress table may specify that 100 social points may
correspond to a level 1 tattoo such that upon the user gains
100 social points in the virtual space the level 1 tattoo may
be presented on the physical figure 112 associated with that
user; 200 social points may correspond to a level 2 tattoo
such that upon the user gains 200 social points in the virtual
space the level 2 tattoo may be presented on the physical
figure 112 associated with that user; and so on.

In some implementations, the character representation
module 110 may be configured to determine specific loca-
tion(s) where the determined character representation infor-
mation may be presented specifically on the physical figure
112 associated with the user. For such presentation location
determinations, presentation location information may be
configured into the character representation module 110 by
the provider, administrator, moderator, and/or any other
entities related to the virtual space. For example, the pre-
sentation location information may specify that one or more
parts of a physical figure 112 may present character repre-
sentation information, e.g., a head piece, torso piece, leg
pieces, arm pieces, and/or any other parts of the physical
figure 112. Based on such presentation location information,
the character representation module 110 may be configured
to determine certain type(s) of character representation
should be presented on a specific part of the physical figure
112. By way of non-limiting examples, the character repre-
sentation module 110 may determine that a score earned by
the user in the virtual space may be presented on the head
piece; representation of (e.g., graphical art or image) one or
more of armor, outfit, clothing, or wardrobe may be pre-
sented on the torso; representation of one or more of an arm
sleeve, shoulder pads, or tattoo representing an achievement
in real-world learning by the user may be presented on the
arm pieces; representation of one or more of pants, shoes, or
a tattoo representing an completion of one or more physical
activities by the user may be presented on leg pieces of the
physical figure 112; and so on.

In some implementations, the character representation
module 110 may be configured to determine the character
representation information for presentation on the physical
figure 112 based on information indicating presentation
capability of the physical figure 112. The information indi-
cating the presentation capability of the physical figure 112
may indicate a number of display screens included in or
coupled to the physical figure 112, locations of the display
screens relative to the physical figure 112, resolution and/or
frequency of the individual screens, size and/or shape of the
individual screens, individual screen types (e.g., color or
black & white) and/or any other display screen information
about the physical figure 112. The information indicating the
presentation capability of the physical figure 112 may fur-
ther indicate a number of speakers, audio channels, types of
audio supported (e.g., mono or stereo) and/or any other
audio capability information about the physical figure 112.
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Based on such presentation capability information about the
physical figure 112, the character representation module 110
may determine resolution, size, color scheme, sound quality
(e.g., 48 bit mono, 96 bit stereo, and so on) and/or any other
quality characteristics for the character representation infor-
mation.

In some implementations, such presentation capability
information may be obtained from the client computing
platform 104, e.g., when the physical figure 112 is docked to
the client computing platform 104. In some implementa-
tions, such presentation capability information may be
obtained from the physical figure 112 directly at a sampling
rate predetermined by the provider, administrator, modera-
tor, and/or any other entities related to the virtual space. Still
in some implementations, such presentation capability infor-
mation may be preconfigured with system 100, e.g., stored
on the server 102, and/or on client computing platform 104.

The server 102, client computing platforms 104, and/or
external resources 118 may be operatively linked via one or
more electronic communication links. For example, such
electronic communication links may be established, at least
in part, via a network such as the Internet and/or other
networks. It will be appreciated that this is not intended to
be limiting, and that the scope of this disclosure includes
implementations in which servers 102, client computing
platforms 104, and/or external resources 118 may be opera-
tively linked via some other communication media.

A given client computing platform 104 may include one
or more processors configured to execute computer program
modules. The computer program modules may be config-
ured to enable an expert or user associated with the given
client computing platform 104 to interface with system 100
and/or external resources 118, and/or provide other func-
tionality attributed herein to client computing platforms 104.
By way of non-limiting example, the given client computing
platform 104 may include one or more of a desktop com-
puter, a laptop computer, a handheld computer, a tablet
computing platform, a NetBook, a Smartphone, a gaming
console, and/or other computing platforms.

A physical figure 112 may comprise a torso piece with a
head, arms and legs connected thereto. Examples of the
physical figures 112 may include, but not limited to, dolls,
mannequins, action figure toys, robots, automata, and/or any
other physical figures 112 that may be used to present
information indicating user progress in the virtual space. The
physical figure 112 may comprise one or more processing
units configured to receive character representation infor-
mation indicating progress of a user in a virtual space. In
some implementations, the physical figure 112 may receive
the character representation information from the server 102
wirelessly through a wireless network connection with the
server 102. Simultaneously and alternatively, the physical
figure 112 may be connected to a client computing platform
104 via any suitable connection such as universal system bus
(USB), Bluetooth, infrared, just to name a few. In any case,
the physical figure 112 may comprise one or more display
screens. The display screens may be attached to parts of the
physical figure 112 for presentation of character represen-
tation information representing different aspects of the user
progress in the virtual space. For example, one or more
display screens may be attached to the head piece to display
experience points and/or any other virtual space score
earned by the user in the virtual space; one or more screens
may be attached to the torso piece to display armor, outfit,
wardrobe, clothing and/or any other torso elements repre-
senting an achievement in one or more social relationships
by the user; one or more screens may be attached to arm
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pieces to display arm sleeve, shoulder pad, arm tattoo and/or
any other arm elements representing an achievement in
learning by the user; one or more screens may be attached
to leg pieces to display pants, shoes, leg tattoo and/or any
other leg elements representing an achievement in one or
more physical activities by the user; and so on. In some
implementations, the physical figure 112 may comprise one
or more speakers for presentation of audio character repre-
sentation information determined by the character represen-
tation module 110.

External resources 118 may include sources of informa-
tion, hosts and/or providers of virtual environments outside
of system 100, external entities participating with system
100, and/or other resources. In some implementations, some
or all of the functionality attributed herein to external
resources 118 may be provided by resources included in
system 100.

Server 102 may include electronic storage 122, one or
more processors 120, and/or other components. Server 102
may include communication lines, or ports to enable the
exchange of information with a network and/or other com-
puting platforms. Illustration of server 102 in FIG. 1 is not
intended to be limiting. Server 102 may include a plurality
of hardware, software, and/or firmware components operat-
ing together to provide the functionality attributed herein to
server 102. For example, server 102 may be implemented by
a cloud of computing platforms operating together as server
102.

Electronic storage 122 may comprise non-transitory stor-
age media that electronically stores information. The elec-
tronic storage media of electronic storage 122 may include
one or both of system storage that is provided integrally (i.e.,
substantially non-removable) with server 102 and/or remov-
able storage that is removably connectable to server 102 via,
for example, a port (e.g., a USB port, a FireWire port, etc.)
or a drive (e.g., a disk drive, etc.). Electronic storage 122
may include one or more of optically readable storage media
(e.g., optical disks, etc.), magnetically readable storage
media (e.g., magnetic tape, magnetic hard drive, floppy
drive, etc.), electrical charge-based storage media (e.g.,
EEPROM, RAM, etc.), solid-state storage media (e.g., flash
drive, etc.), and/or other electronically readable storage
media. Electronic storage 122 may include one or more
virtual storage resources (e.g., cloud storage, a virtual pri-
vate network, and/or other virtual storage resources). Elec-
tronic storage 122 may store software algorithms, informa-
tion determined by processor 120, information received
from server 102, information received from client comput-
ing platforms 104, and/or other information that enables
server 102 to function as described herein.

Processor(s) 120 is configured to provide information
processing capabilities in server 102. As such, processor 120
may include one or more of a digital processor, an analog
processor, a digital circuit designed to process information,
an analog circuit designed to process information, a state
machine, and/or other mechanisms for electronically pro-
cessing information. Although processor 120 is shown in
FIG. 1 as a single entity, this is for illustrative purposes only.
In some implementations, processor 120 may include a
plurality of processing units. These processing units may be
physically located within the same device, or processor 120
may represent processing functionality of a plurality of
devices operating in coordination. The processor 120 may be
configured to execute modules 106, 108, 110 and/or other
modules. Processor 120 may be configured to execute mod-
ules 106, 108, 110 and/or other modules by software;
hardware; firmware; some combination of software, hard-
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ware, and/or firmware; and/or other mechanisms for con-
figuring processing capabilities on processor 120. As used
herein, the term “module” may refer to any component or set
of components that perform the functionality attributed to
the module. This may include one or more physical proces-
sors during execution of processor readable instructions, the
processor readable instructions, circuitry, hardware, storage
media, or any other components.

It should be appreciated that although modules 106, 108,
110 are illustrated in FIG. 1 as being implemented within a
single processing unit, in implementations in which proces-
sor 120 includes multiple processing units, one or more of
modules 106, 108, 110 may be implemented remotely from
the other modules. The description of the functionality
provided by the different modules 106, 108, 110 described
below is for illustrative purposes, and is not intended to be
limiting, as any of modules 106, 108, 110 may provide more
or less functionality than is described. For example, one or
more of modules 106, 108, 110 may be eliminated, and some
or all of its functionality may be provided by other ones of
modules 106, 108, 110. As another example, processor 120
may be configured to execute one or more additional mod-
ules that may perform some or all of the functionality
attributed below to one of modules 106, 108, 110.

It is understood that the above description of system 100
is merely illustrated as one example of a system configured
to facilitate a presentation of user progress on a physical
figure. It should be appreciated that in some examples, a
localized system 100 may be configured according to a
stand-alone architecture such that the system configured to
provide rewards to a user in a virtual space based on user
performance of gesture in accordance with the disclosure
may be localized. For example, the localized system 100
may comprise a processor the same as or similar to the
processor 120, e.g., a CPU, a graphical processing unit
(GPU), storage, memory, an /O subsystem, and/or other
components included the localized system 100. In those
examples, the CPU may be configured to communicate
virtual space state information to the GPU through any
suitable wired or wireless communications such as, but not
limited to, a point-to-point communication like a data bus
included in the localized system 100. The GPU may be
configured to determine representational view information
for presenting instances of virtual space on one or more
displays coupled to or included in the localized system 100.
It should also be appreciated in some other examples,
multiple localized systems 100 may be connected via any
wired or wireless links according to a distributed architec-
ture (e.g., peer to peer networks) such that the localized
systems 100 may be configured to operate in concert to
achieve all or some of the functions of the modules 106, 108,
110, as described above.

FIG. 2 illustrates an example of presenting character
representation information on a physical figure in accor-
dance with the disclosure. It will be described with refer-
ences to FIG. 1. As shown, the character representation
information 204 representing user progress in the virtual
space may be determined and transmitted by the server 102,
e.g., via the character representation module 110. As shown
in this example, the physical figure 112 may be connected to
a client computing platform 104 via any suitable point to
point link 202, such as, universal system bus (USB) con-
nection, Bluetooth, infrared, and/or any other point to point
connection that may facilitate transmission of character
representation information 204 from the client computing
platform 104 to the physical figure 112. As shown in this
example, the character representation information 204 may
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also be transmitted to the physical figure 112 from the server
102 via any suitable link between the physical figure 112 and
the server 102, e.g., but not limited to, a wireless connection.
For example, textual character representation information
such as game score may be directly transmitted from the
server 102 to the physical figure 112 via the wireless
connection between the two. As also shown, the character
representation information 204 may be transmitted from the
server 102 to the client computing platform 104 via any
suitable link between the two. For example, graphical art
information representing a character’s body armor may be
transmitted to the client computing platform 104 from the
server 102, and the client computing platform 104 may
render the body armor via the processors on the client
computing platform 104 and transmit the rendered body
armor art to the physical figure 112 via the link 202.

As shown, the physical figure 112 includes a head piece
206, arm pieces 208, a torso piece 210, and leg pieces 212
in this example. Also shown are the display screens 214
attached to different parts of the physical figure 112. The
display screens 214 on different parts of the physical figure
may be configured to present specific character presentation
information 204. In this example, the display screen 214
attached to the head piece 206 may be configured to present
character representation information 204 representing expe-
rience points and/or any other virtual space score earned by
the user in the virtual space; the display screen 214 attached
to the torso piece 210 is configured to present character
representation information 204 regarding armor, outfit,
wardrobe, clothing and/or any other torso elements repre-
senting an achievement in one or more social relationships
by the user; the screens 214 attached to the arm pieces 208
are configured to present character representation informa-
tion 204 regarding arm sleeves, shoulder pads, arm tattoos
and/or any other arm elements representing an achievement
in learning by the user; and the screens 214 attached to leg
pieces are configured to present character representation
information 204 regarding pants, shoes, leg tattoo and/or any
other leg elements representing an achievement in one or
more physical activities by the user.

FIG. 3 illustrates an exemplary method 300 of facilitating
presentation of user progress on a physical figure. The
operations of method 300 presented below are intended to be
illustrative. In some embodiments, method 300 may be
accomplished with one or more additional operations not
described, and/or without one or more of the operations
discussed. Additionally, the order in which the operations of
method 300 are illustrated in FIG. 3 and described below is
not intended to be limiting.

In some embodiments, method 300 may be implemented
in one or more processing devices (e.g., a digital processor,
an analog processor, a digital circuit designed to process
information, an analog circuit designed to process informa-
tion, a state machine, and/or other mechanisms for electroni-
cally processing information). The one or more processing
devices may include one or more devices executing some or
all of the operations of method 300 in response to instruc-
tions stored electronically on an electronic storage medium.
The one or more processing devices may include one or
more devices configured through hardware, firmware, and/
or software to be specifically designed for execution of one
or more of the operations of method 300.

At operation 302, an instance of a virtual space may be
executed and implemented to determine view information
for transmission to one or more client computing platforms
associated with users. The users may participate in the
virtual space by controlling entities therein. In some imple-
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mentations, operation 302 may be performed by a space
module the same as or similar to space module 106 (shown
in FIG. 1 and described herein).

At operation 304, progress for a user may be determined.
The determined progress may relate to the user’s advance-
ments in the virtual space and/or development in the real-
world, such as in areas of social relationships, physical
activities, emotional experiences, learning experiences and/
or any other real-world experiences of the user. In some
implementations, operation 304 may be performed by a user
module the same as or similar to user module 108 (shown in
FIG. 1 and described herein).

At operation 306, character representation information for
presentation on a physical figure associated with the user
may be determined based on the user progress determined in
operation 304. The determined character representation may
include information regarding graphical art (2D and/or 3D),
still image, movie, animation, audio, text, and/or any other
character representation information. The character repre-
sentation presented on a physical figure as facilitated by the
character representation information may include charac-
ter’s physical appearance, verbal communications, character
description and/or any other character representation pre-
sentable on the physical figure. In some implementations,
operation 306 may be performed by a character representa-
tion module the same as or similar to character representa-
tion module 110 (shown in FIG. 1 and described herein).

FIG. 4 illustrates an exemplary method 400 of determin-
ing user progress in the virtual space based on user’s
real-world experiences. The operations of method 400 pre-
sented below are intended to be illustrative. In some embodi-
ments, method 400 may be accomplished with one or more
additional operations not described, and/or without one or
more of the operations discussed. Additionally, the order in
which the operations of method 400 are illustrated in FIG.
4 and described below is not intended to be limiting.

In some embodiments, method 400 may be implemented
in one or more processing devices (e.g., a digital processor,
an analog processor, a digital circuit designed to process
information, an analog circuit designed to process informa-
tion, a state machine, and/or other mechanisms for electroni-
cally processing information). The one or more processing
devices may include one or more devices executing some or
all of the operations of method 400 in response to instruc-
tions stored electronically on an electronic storage medium.
The one or more processing devices may include one or
more devices configured through hardware, firmware, and/
or software to be specifically designed for execution of one
or more of the operations of method 400.

At operation 402, real-world experience information may
be obtained for a user. The real-world experience may
include social experiences, physical activities, learning
experiences, emotional experiences and/or any other real-
world experiences by the user in the real-world. In some
implementations, operation 402 may be performed by a user
module the same as or similar to user module 108 (shown in
FIG. 1 and described herein).

At operation 404, a category for the real-world experience
information obtained in operation 402 may be determined.
For example, the obtained user real-world experiences relat-
ing to user social experiences may be categorized as “Con-
nect”; the obtained user real-world experiences relating to
physical activities engaged in by the user may be catego-
rized as “Move”; and the obtained user real-world experi-
ences relating to learning by the user may be categorized as
“Learn”; and so on. In some implementations, operation 404
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may be performed by a user module the same as or similar
to user module 108 (shown in FIG. 1 and described herein).

At operation 406, points for the obtained real-world
experiences by the user may be assigned to the user based on
the category determined in operation 406. For example,
“Connect” points may be assigned to social experiences by
the user in the real-world; “Move” points may be assigned
to physical activities engaged in by the user; and “Learn”
points may be assigned to learning experiences engaged in
the by the user. In some implementations, operation 406 may
be performed by a user module the same as or similar to user
module 108 (shown in FIG. 1 and described herein).

FIG. 5 illustrates another exemplary method 500 of deter-
mining user progress in the virtual space based on user’s
real-world experiences. The operations of method 500 pre-
sented below are intended to be illustrative. In some embodi-
ments, method 500 may be accomplished with one or more
additional operations not described, and/or without one or
more of the operations discussed. Additionally, the order in
which the operations of method 500 are illustrated in FIG.
5 and described below is not intended to be limiting.

In some embodiments, method 500 may be implemented
in one or more processing devices (e.g., a digital processor,
an analog processor, a digital circuit designed to process
information, an analog circuit designed to process informa-
tion, a state machine, and/or other mechanisms for electroni-
cally processing information). The one or more processing
devices may include one or more devices executing some or
all of the operations of method 500 in response to instruc-
tions stored electronically on an electronic storage medium.
The one or more processing devices may include one or
more devices configured through hardware, firmware, and/
or software to be specifically designed for execution of one
or more of the operations of method 500.

At operation 502, real-world experience information may
be obtained for a user. The real-world experience may
include social experiences, physical activities, learning
experiences, emotional experiences and/or any other real-
world experiences by the user in the real-world. In some
implementations, operation 502 may be performed by a user
module the same as or similar to user module 108 (shown in
FIG. 1 and described herein).

At operation 504, a decision whether the user experience
information obtained in operation 502 relates to social
experience by the user may be made. In some implementa-
tions, the decision may be made based on information
indicating other user review of the obtained user experiences
in the real-world and/or based on evidences submitted by the
user, such as an image and/or video indicating the user’s
engagement of the obtained user experience information. In
some implementations, operation 504 may be performed by
a user module the same as or similar to user module 108
(shown in FIG. 1 and described herein).

At operation 506, it is recognized that the obtained user
real-world experience information relates to social experi-
ences by the user in the real-world and “Connect” points are
assigned to the user in the virtual space. In some implemen-
tations, operation 506 may be performed by a user module
the same as or similar to user module 108 (shown in FIG. 1
and described herein).

At operation 508, a decision whether the user experience
information obtained in operation 502 relates to physical
activities by the user may be made. In some implementa-
tions, the decision may be made based on information
indicating other user review of the obtained user experiences
in the real-world and/or based on evidences submitted by the
user, such as an image and/or video indicating the user’s
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engagement of the obtained user experience information. In
some implementations, operation 508 may be performed by
a user module the same as or similar to user module 108
(shown in FIG. 1 and described herein).

At operation 510, it is recognized that the obtained user
real-world experience information relates to physical activi-
ties engaged in by the user in the real-world and “Move”
points are assigned to the user in the virtual space. In some
implementations, operation 510 may be performed by a user
module the same as or similar to user module 108 (shown in
FIG. 1 and described herein).

At operation 512, a decision whether the user experience
information obtained in operation 502 relates to learning
experiences by the user may be made. In some implemen-
tations, the decision may be made based on information
indicating other user review of the obtained user experiences
in the real-world and/or based on evidences submitted by the
user, such as an image and/or video indicating the user’s
engagement of the obtained user experience information. In
some implementations, operation 512 may be performed by
a user module the same as or similar to user module 108
(shown in FIG. 1 and described herein).

At operation 514, it is recognized that the obtained user
real-world experience information relates to learning expe-
rience by the user in the real-world and “Learn” points are
assigned to the user in the virtual space. In some implemen-
tations, operation 514 may be performed by a user module
the same as or similar to user module 108 (shown in FIG. 1
and described herein).

FIG. 6 illustrates an exemplary method 600 of determin-
ing character representation based on a user progress in the
virtual space. The operations of method 600 presented below
are intended to be illustrative. In some embodiments,
method 600 may be accomplished with one or more addi-
tional operations not described, and/or without one or more
of the operations discussed. Additionally, the order in which
the operations of method 600 are illustrated in FIG. 6 and
described below is not intended to be limiting.

In some embodiments, method 600 may be implemented
in one or more processing devices (e.g., a digital processor,
an analog processor, a digital circuit designed to process
information, an analog circuit designed to process informa-
tion, a state machine, and/or other mechanisms for electroni-
cally processing information). The one or more processing
devices may include one or more devices executing some or
all of the operations of method 600 in response to instruc-
tions stored electronically on an electronic storage medium.
The one or more processing devices may include one or
more devices configured through hardware, firmware, and/
or software to be specifically designed for execution of one
or more of the operations of method 600.

At operation 602, associations between user progresses
and character representations may be obtained. In some
examples, a user-progress table specifying associations
between the pre-created character representation informa-
tion and specific user progresses may be obtained. In some
implementations, operation 602 may be performed by a
character representation module the same as or similar to
character representation module 110 (shown in FIG. 1 and
described herein).

At operation 604, associations between character repre-
sentation and corresponding locations on a physical figure
for presentation of the character representation may be
obtained. For example, a character representation physical
figure table may be obtained such that the table specifies that
character representation information representing user
achievements in social experiences in the real-world may be
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presented on a torso piece of the physical figure; character
representation information representing user achievements
in physical activities in the real-world may be presented on
arm pieces of the physical figure; and character representa-
tion information representing user achievements in learning
experiences in the real-world may be presented on leg pieces
of the physical figure. In some implementations, operation
604 may be performed by a character representation module
the same as or similar to character representation module
110 (shown in FIG. 1 and described herein).

At operation 606, a user progress in the virtual space may
be obtained. The obtained user progress may relate to the
user’s advancements in the virtual space and/or development
in the real-world, such as in areas of social relationships,
physical activities, emotional experiences, learning experi-
ences and/or any other real-world experiences of the user. In
some implementations, operation 606 may be performed by
a character presentation module the same as or similar to
character representation module 110 (shown in FIG. 1 and
described herein).

At operation 608, specific character representation may be
determined based on the user progress obtained in operation
606 according to the associations obtained in operations 602
and 604. In some implementations, operation 608 may be
performed by a character presentation module the same as or
similar to character representation module 110 (shown in
FIG. 1 and described herein).

At operation 610, presentation capability information of
the physical figure may be obtained. The physical figure
presentation capability information may indicate a number
of display screens included in or coupled to the physical
figure, locations of the display screens relative to the physi-
cal figure, resolution and/or frequency of the individual
screens, size and/or shape of the individual screens, indi-
vidual screen types (e.g., color or black & white) and/or any
other display screen information about the physical figure.
In some implementations, operation 610 may be performed
by a character presentation module the same as or similar to
character representation module 110 (shown in FIG. 1 and
described herein).

At operation 612, character representation for presenta-
tion on the physical figure may be further determined based
on the presentation capability information obtained in opera-
tion 610. For example, based on the obtained presentation
capability information about the physical figure, resolution,
size, color scheme, sound quality (e.g., 48 bit mono, 96 bit
stereo, and so on) and/or any other quality characteristics for
the character representation information may be determined.
In some implementations, operation 612 may be performed
by a character presentation module the same as or similar to
character representation module 110 (shown in FIG. 1 and
described herein).

FIG. 7 illustrates an exemplary method 700 of presenting
character representation representing user progress in a
virtual space on a physical figure. The operations of method
700 presented below are intended to be illustrative. In some
embodiments, method 700 may be accomplished with one or
more additional operations not described, and/or without
one or more of the operations discussed. Additionally, the
order in which the operations of method 700 are illustrated
in FIG. 7 and described below is not intended to be limiting.

In some embodiments, method 700 may be implemented
in one or more processing devices (e.g., a digital processor,
an analog processor, a digital circuit designed to process
information, an analog circuit designed to process informa-
tion, a state machine, and/or other mechanisms for electroni-
cally processing information). The one or more processing
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devices may include one or more devices executing some or
all of the operations of method 700 in response to instruc-
tions stored electronically on an electronic storage medium.
The one or more processing devices may include one or
more devices configured through hardware, firmware, and/
or software to be specifically designed for execution of one
or more of the operations of method 700.

At operation 702, character representation information
representing user progress in the virtual space may be
received at a physical figure. In some implementations,
operation 702 may be performed by the processing unit of
the physical figure described herein.

At operation 704, a location on the physical figure for
presenting the character representation information received
in operation 702 may be obtained. For example, the char-
acter representation information representing user achieve-
ments in social experiences in the real-world may be pre-
sented on a torso piece of the physical figure; character
representation information representing user achievements
in physical activities in the real-world may be presented on
arm pieces of the physical figure; and character representa-
tion information representing user achievements in learning
experiences in the real-world may be presented on leg pieces
of the physical figure. In some implementations, operation
704 may be performed by the processing unit of the physical
figure described herein.

At operation 706, the character representation may be
presented at the location on the physical figure as deter-
mined in operation 704. In some implementations, operation
706 may be performed by the display screen(s) of the
physical figure described herein.

Although the invention has been described in detail for
the purpose of illustration based on what is currently con-
sidered to be the most practical and preferred embodiments,
it is to be understood that such detail is solely for that
purpose and that the invention is not limited to the disclosed
embodiments, but, on the contrary, is intended to cover
modifications and equivalent arrangements that are within
the spirit and scope of the appended claims. For example, it
is to be understood that the present invention contemplates
that, to the extent possible, one or more features of any
embodiment can be combined with one or more features of
any other embodiment.

What is claimed is:

1. A physical figure, comprising:

a head piece;

one or more body pieces connected to the head piece;

at least one display screen; and

one or more processing devices configured to:

receive graphical art configured to alter at least a
physical appearance of the physical figure, wherein
the graphical art is transmitted to the physical figure
as a virtual reward to indicate progress that a user has
made towards completing one or more objectives
defined in a virtual space, the virtual reward further
affecting a physical appearance of a user character in
the virtual space; and

render the graphical art on the at least one display
screen such that the physical appearance of the
physical figure is altered to reflect the physical
appearance of the user character in the virtual space.

2. The physical figure recited claim 1, wherein the graphi-
cal art has an image quality that depends on a presentation
capability associated with the at least one display screen.
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3. The physical figure recited claim 1, further comprising
one or more speakers, wherein the one or more processing
devices are further configured to:

receive audio content configured to alter verbal commu-

nications of the physical figure, wherein the audio
content is transmitted to the physical figure as a second
virtual reward to indicate the progress that the user has
made towards completing the one or more objectives
defined in the virtual space, the second virtual reward
further affecting verbal communications of the user
character in the virtual space; and

render the audio content via the one or more speakers such

that the verbal communications of the physical figure
are altered to further reflect the verbal communications
of the user character in the virtual space.

4. The physical figure recited claim 3, wherein the audio
content has a sound quality that depends on a presentation
capability associated with the one or more speakers.

5. The physical figure recited claim 1, wherein the one or
more objectives are defined in the virtual space to facilitate
real-world development of the user.

6. The physical figure recited claim 1, wherein the at least
one display screen comprises:

a first display screen attached to the head piece; and

at least one second display screen attached to each of the

one or more body pieces, wherein the at least one
display screen configured to render the graphical art
comprises one or more of the first display screen or the
at least one second display screen.

7. The physical figure recited claim 1, wherein the graphi-
cal art is rendered on one or more of the head piece or the
one or more body pieces depending on a type of progress
made towards completing the one or more objectives.

8. The physical figure recited claim 7, wherein the type of
progress is one or more of a real-world skill acquired by the
user, a real-world personality growth by the user, a real-
world physical activity performed by the user, a real-world
emotional experience by the user, or a real-world social
network connection made by the user.

9. The physical figure recited claim 7, wherein a table
specifies an association between the type of progress and an
aspect of the physical appearance of the physical figure to be
altered by the graphical art.

10. A physical figure, comprising:

a head piece;

one or more body pieces connected to the head piece;

one or more speakers; and

one or more processing devices configured to:

receive audio content configured to alter at least verbal
communications of the physical figure, wherein the
audio content is transmitted to the physical figure as
a virtual reward to indicate progress that a user has
made towards completing one or more objectives
defined in a virtual space, the virtual reward further
affecting verbal communications of a user character
in the virtual space; and

render the audio content via the one or more speakers
such that the verbal communications of the physical
figure are altered to reflect the verbal communica-
tions of the user character in the virtual space.
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